This is a prototype mechanic that acts as the Black Flash Fromm Jjk. You can rename it to 


Whatever is best suitable for your world. Like Shatter Point or Critical break. 


The Black flash has a visual effect that people can see. 


How to land a Black flash: 


1. Rolla Nat 20 for an attack roll with an unarmed strike, melee weapon, ranged weapon or 


spell attack. 


2. Roll ad100 and if the result is lower than the PC level, Black flash triggers. 


Effects of Black Flash: 


After calculating critical damage, double the final result. 

Critical range is increased by 1 to a maximum of 3 (as a result of multiple black flashes) 
Depending on the class of the character (or primary class from multiclassing) certain 
effects will activate. 

Repeating black flashes: after landing the first Black Flash, whenever you roll a critical hit 


it triggers black flash without rolling a d100. This only lasts during your combo streak. 


(You lose the benefits of effects 1 2 and 4 when you miss an attack, fall unconscious, die or 1 


minute passes) 


Artificer: Regain 1 use of "Flash of genius" or roll a d4 + spellcasting mod and regain a spell slot 


equal to or lower than the result. 


Barbarian: Make an additional attack immediately. (Does not trigger black flash) 


Bard: Regain 1 use of Bardic Inspiration or roll a d4 + spellcasting mod and regain a spell slot 


equal to or lower than the result. 


Cleric: Regain 1 use of Channel divinity or roll a d4 + spellcasting mod and regain a spell slot 


equal to or lower than the result. 


Bloodhunter: Regain hit points equal to twice the roll of your hemocraft die + double con mod. 


Fighter: Regain 1 use of Action surge, if you haven't used action surge gain an additional action. 


Monk: Regain ki points equal to half your max ki. 


Druid: Regain 1 use of Wild Shape or roll a d4 + spellcasting mod and regain a spell slot equal to 


or lower than the result. 


Warlock: Regain a spell slot, if you are at max gain an additional slot. 


Wizard: You can cast a cantrip as a bonus action or roll a d4 + spellcasting mod and regain a 


spell slot equal to or lower than the result. 


Sorcerer: Regain sorcery points equal to half your max or roll a d4 + spellcasting mod and regain 


a spell slot equal to or lower than the result. 


Rogue: Apply sneak attack damage, if sneak attack is already applied double the dice. Edit if this 


rule is too much: replace all sneak attack die with d12s. 


This rule is very early stages. 


This rule will also apply the NPC'S and their CR. For this you will have to come up with your own 


effect. Same for any homebrew you or your players are using. 


